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Killari’s Tale the Curse of Iwia, es una propuesta de videojuego en 2D side – scroller 
basado en mitología de la cultura Shuar, con un enfoque de entretenimiento internacional. El 
proyecto se predispone a compartir de manera ficticia la fantasía de una cultura nativa del 
Ecuador, subvirtiendo los roles de género, al darle el protagonismo a una niña shuar con la 
posibilidad de ser una guerrera en su cultura. Ella luchará contra los males y demonios que 
han secuestrado a sus padres y tribu.  
 
Todo esto mediante el uso del medio de entretenimiento de los videojuegos. Mundos 
míticos, personajes y dioses icónicos propios de la cultura Shaur, junto con la leyenda de Etsa 
son adaptados en una nueva historia a ser disfrutada al tomar control de un personaje ficticio, 
jugable mediante plataformas electrónicas como un Smart Phone, Tablet o consolas de 
videojuegos. El producto en sí difiere de una pieza educativa, para centrarse en el aspecto 
divertido de contemplar una cultura poco conocida mientras el usuario se entretiene.  
 
No obstante, es importante concretar que el proyecto en sí estaba encaminado a 
compartir cuanto más se pueda la cultura Shaur mediante este medio de entretenimiento, 
pero el cual no fue del todo abarcado con lo esperado de la cultura en cuestión. Pues al rato 
de presentar un producto para al consumo de masas con un fin divertido se tuvo que alejar 
de todo aspecto educativo rompiendo con ciertos esquemas de la misma cultura, para así 
apelar al gusto de una audiencia internacional.  
 
Sin romper los cimientos del proyecto, se mantuvo la apariencia y vestimenta en los 
personajes de la cultura Shuar con sus respectivos elementos mágicos y fantasiosos que 
forman el folclore de dicha tribu. Flora y fauna propias del Amazonas y aspectos mitológicos 
fueron conservadas con el fin de mantenerse fiel a un producto que comparte mediante una 
historia la cultura Shuar del Ecuador sin dejar de ser para el entretenimiento y consumo de 
masas. 
 
Indudablemente, al momento de evaluar el proyecto, se ve reflejado una divergencia 
entre lo educativo y lo entretenido. Pues este ha sido uno de los principales enfoques para 
tratar a futuro al momento de realizar un juego con demasiados rasgos locales. Si se propone 
compartir una cultura nativa del Ecuador mediante un videojuego como medio de 
comunicación, es importante tomar en cuenta la diferencia entre local e internacional, pues 
no toda historia local, con su lenguaje y folclore va a ser cien por ciento comprendida por una 
audiencia extranjera. 
 
En definitiva Killari’s Tale the Curse of Iwia, propone un proyecto de entretenimiento 
con el fin de jugar bajo una historia fantasiosa  basada en la cultura shuar sin la necesidad de 
indagar mucho en la complejidad de esta tribu local del Ecuador.  
 
Palabras Clave: Shuar, mitología, videojuego, entretenimiento, internacional,  
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ABSTRACT 
Killari’s Tale the Curse of Iwia, is a 2D side – scroller videogame proposal based on 
Shuar culture mythology, with an international entertainment focus. Overall, the project is set 
to share in a fictional way the fantasy world of a native Ecuadorian culture, and at the same 
time subverting the gender roles of men and women, by empowering a Shuar girl with the 
protagonist role along with the possibility to be a warrior of her tribe. She will fight the 
creatures of the forest and save her parents from the terrible Iwia demons.  
All of these through the use of the videogame entertainment medium. Mythical 
worlds, iconic gods and characters proper of the Shuar Culture, along with the legend of Etsa 
are adapted into a new story to be enjoyed by taking control of a fictitious character. Playable 
by the use of a smart phone, tablets or game consoles. The product differs from that of an 
educational piece, in order to center its core purpose in the fun and entertaining aspect of 
enjoying and contemplating a little known culture of Ecuador.      
Nevertheless, it’s important to establish that the project itself, was originally intended 
to share as much as possible a native culture through this entertainment medium, but which 
was not fully covered as expected. All due to the fact by which one presents a product for 
mass consumption with an entertaining purpose one needs to take a different path away from 
all educational aspects. At the same time breaking through certain schemes of the culture in 
question, in order to appeal an international audience.  
Without separating the core of the Project, the appearance and clothing of the 
characters stood with that of the respective Shuar ones. Including magical and mythical 
elements that shape the folklore of the given culture. Flora and fauna proper of the Amazon 
along with mythological aspects were preserved in order to stay true to a product that as 
much as it shares through a story the Shaur Culture of Ecuador it keeps being an entertaining 
product for mass consumption.  
Without doubt, when evaluating this project, a divergence between what’s 
educational and what’s entertaining is reflected, and this has been one of the major aspects 
to cover up on future research if it is desired to develop a game with a lot of local cultural 
aspects. If one is set on sharing a native culture of Ecuador through a videogame medium, it’s 
important that one takes into account the difference between what’s local and what’s 
international. This being said because, not all cultural history and myths with its respective 
language and folklore is going to be a hundred percent understood by an external audience.  
In short, Killari’s Tale the Curse of Iwia, proposes a project of entertainment purpose 
with the objective of playing a fantasy game based on Shuar culture without having the need 
to go deep into de complexity of such local tribe of Ecuador.  
Key Words: Shuar, mythology, videogame, entertainment, international 
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enTER THE shuar universe 
             
               
           ’  
’

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
     “        
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         
         
’















:  / 
:  
:  
         


         
      
      
          
/
  






















         
         
 
























      
        
      

















































             




























        
         











:     




         





        









:  /    
:    
:  
   
         
       
        








       
   “   

”
      
 
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              
iwia demons props
      









         

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           























 ’    
      
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             


              
            










   
    
    




    
    
    
 
   
    
    
    
  
 
   
    
    




    
    
    
    




    
    ;
    
 
   
   
  
    
    
 
  












/ / / /
/ / / /
                   
                   
       
            
      0.1 sec 0.1 sec 0.4 sec 0.2 sec














/ / / /
/ / / /
                   
                   
       
            
      0.1 sec 0.2 sec 0.3 sec 0.2 sec
0.1 sec 0.7 sec 0.3 sec 0.3 sec
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                   


















/ / / /
/ / / /
                   
                   
       
            
      0.3 sec 0.3 sec 0.4 sec 0.3 sec
0.2 sec 0.3 sec 0.3 sec 0.4 sec
 : 
(Animated Tittle Sequence.)  
/ / / /
/ / / /
                   
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Teaser Color Scheme
   
   
   

   
  
      

   
  
      

   
  
      

   
  





   
  




      





















         

 















      

     
 
      
      

     








































































             












            


























    














           
        






            
     é   
        ñ  
áá
           ó

            

         
            
             
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APENDIX TO: MUSEUM VISIT 
The following is a compilation of photos at the Abya Yala museum, as part of the field 
research done to get more insight on the Shuar culture. 
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APENDIX TO: FIELD RESEARCH 
The following photos were taken during the field research at the Cuyabeno ecological reserve 
north east of the Ecuadorian Amazon, which served as reference material for the visual 



















Apendix to: Game Story Script
1
155
1 PROLOGUE: ILLUSTRATED IMAGE SEQUENCE
The shuar world enters into calamity.
NARRATOR
Long ago, the shuar tribe lived
happily with the blessing of the
divine ones. All ground was
fertile and food was never
scarce; no one had to suffer from
hunger. People lived prosperous
lives, filled with peace and joy.
But such peace didn’t last long.
People’s greed flourished;
ambition of conquest took the
lives of many, and wars became
endless. Once the nobility of
humankind fell, the divine ones
cut out all contact with the
human world. The infinite and
abundant riches came to an end.
People had lost divine privilege
and power. Then, demonic giants
known as Iwia swept out of the
dark jungles devouring all in
their path. The villagers
suffered; everyone was taken away
by the demons. Chaos descended on
the once-peaceful shuar; those
that escaped where forced to live
in hiding, terrified that any day
could be their last. Now one
single girl stands brave enough
to save her parents from the
hands of the terrible Iwia.
2 INT. KILLARI’S HOUSE - NIGHT
(Image in black) Screams are heard in the background, the
sound of people running and fire burning up houses.The
image fades in. KILLARI, a shuar girl of about 10 years




There is no answer.
FADE OUT.
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2.
3 EXT. VILLAGE - NIGHT
FADE IN.
Killari wanders around the village searching for her
parents. There is no one to be found. Silently she
approaches an old man.
(IN GAME CUTSCENE)
KILLARI
Have you seen my mama?
OLD MAN
Iwia came, they came and took!
Took away the villagers one by
one.
KILLARI
That can’t be. Where to? I need
to find them.
OLD MAN
Deep inside the jungle; they were
taken by the giants. Tossed
Inside huge bags, I fear the
worst!
KILLARI
Don’t worry. I must save them if
I can?
OLD MAN
Crazy foolish girl, you can’t
stop what we most fear you’ll be
devoured by the Iwia.
KILLARI
I don’t care, mama and papa need
me right now.
FADE OUT.
4 INT. KILLARI’S HOUSE - NIGHT
FADE IN.
(Non-playable Cut scene)
Killari takes a spear, grabs her sack and takes off.
NARRATOR
And so the girl, without her
parents took up courage. She
grabbed her father’s spear and
ventured alone at night. The moon
(MORE)
(CONTINUED)
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CONTINUED: 3.
NARRATOR (cont’d)
was white and crescent and the
stars were shining bright.
FADE OUT.
5 EXT. VILLAGE OUTSKIRTS - NIGHT (TERRESTRIAL WORLD)
OVERPRINT: THE JOURNEY BEGINS




She then crosses paths with a middle aged lady on the
road. Sitting on her knees she offers Killari a meal.
(IN GAME CUTSCENE)
LADY
Come forth child, let’s eat,
mother Nunkui made this special
meal.
KILLARI
I’m sorry, but I must save my
parents. The giants took them. Do
you know where they went?
LADY
I’m afraid not my dear.
(Pause)
Are you venturing alone at night
little one? It is not safe for
you outside; the village protects
us, from those terrible Iwia
wandering around.
KILLARI
Don’t worry, I’ll be fine. I need
to find my parents.
LADY
Oh poor child. Just don’t go too
far off OK, and remember to take
a break and enjoy the blessings
of mother Nunkui.
(END OF CUTSCENE)
Killari continues on her journey. Going through the
outskirts lighted up with torches, she crosses through
some traps and fights against some monsters.
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6 EXT. VILLAGE OUTSKIRTS - NIGHT (TERRESTRIAL WORLD)
FADE IN.
Killari is pressing forward fighting and evading the beast
of the rainforest. Suddenly an unkuch flower sprouts from





. . . ?!
TALKING FLOWER
What... haven’t you seen a
talking flower before?! Oh geez I
wonder what they teach kids these
days. Anyhow, please help my
friends; they are being harassed
by some snakes. They are those
flowers over there. Can’t you do
something with that spear of
yours?
Killari fights and kills the snakes.
(IN GAME CUTSCENE)
TALKING FLOWER
Thank you so much, now they all
can live peacefully. Oh! Forgive
my manners... I’m Aliqora a
magical flower, nice to meet you!
What did you say your name was?
KILLARI
Hm. . . Killari.
ALIQORA
That’s a weird one... Ok since
you helped me out with my friends
I think I’ll tag along with you
until I find a way to repay the
favor. I don’t know what you are
up to but,
(Cheerfully)
what do you say?!
KILLARI
How can a talking salad help me
against murderous giants?
Besides, I’m going to save my
parents so you better not slow me
down.
(CONTINUED)
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CONTINUED: 5.
ALIQORA
Oh... this marvelous salad is
faster than you think.
OVERPRINT: ALIQORA JOINS YOU
(END OF CUTSCENE)
Killari and Aliqora keep walking through the rainforest.
Aliqora warp-sprouts from one place to another alongside
killari, and using the power of Aliqora, Killari detects
monsters that lurk nearby.
Both keep pressing forward fighting and evading the
creatures of the rainforest.
7 EXT. VILLAGE OUTSKIRTS - NIGHT (TERRESTRIAL WORLD)
Walking down a path covered with giant tree barks and
endless brambles killari and Aliqora spot a suspicious
looking flower.
KILLARI
Hey look talking bud, that flower
is just like you!
ALIQORA
Did you just called me butt?
KILLARI
No... I said bud.
ALIQORA
It’s Aliqora to you and those
flowers are called unkuch. If you
touch them, their vitalizing sap
will heal your wounds. Come on,
give it a try.
Killari touches the flowers, and its sap flies towards
her. Killari regains health.
KILLARI
Blecch!. . .That tastes horrible!
ALIQORA
(annoyed)
Hmp! How rude of you.
Both continue crossing through the lingering rainforest,
with its colorful paths and wild grass. They encounter the
creatures that lie deep within and face off against the
sumpa, large human-like lizard warriors.
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8 EXT. VILLAGE OUTSKIRTS - NIGHT (TERRESTRIAL WORLD)
Walking down the endless path,fallen trees are scattered
all over and dying plants are everywhere. Suddenly a giant
demon is seen walking past the mountains, in the




Is that one of the giants that
took your parents?
KILLARI
Those mosnters will pay for what




All vegetation lies on the floor crushed down.
ALIQORA
This is terrible, what happened
here?!
Both come across the strange nantar altar and Aliqora
warp-sprouts directly to it.
ALIQORA




This is a nantar altar human
child. In ages past, when even
the mountains were young, the
wisest among your people prayed
here for the divine ones to grant
them a bountiful harvest. But
even they knew not the power of
these stones. This one seems to
have dried out. Look around and
see if you can find something to
ignite it with!"
While searching; nearby glowing fairies start to appear,
they follow killari and she guides them back inside the
stone. The altar glows bright and unkuch plants start to
sprout.
ALIQORA
There! It worked . . . now all
you need to do is kneel down.Go
(MORE)
(CONTINUED)
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CONTINUED: 7.
ALIQORA (cont’d)
on, make a prayer and feel the
energy of Nunkui.
Killari steps in and says a prayer. The whispers of a
goddess in a strange language are heard, all of her wounds
are healed up and the game is saved.
(IN GAME CUTSCENE)
KILLARI
Aliqora! What is happening to
me?!
ALIQORA
Remember to take a break once in
a while, and be healed up by the
blessings of mother Nunkui.
KILLARI
I feel quite refreshed now, let’s
keep on going.
ALIQORA
Hold it right there! We need to
devise a plan; You can’t just go
off like a pumpkin rolling down a
hill!
KILLARI
(with her cheeks puffed)
Hmp. . .!
ALIQORA
You’re pretty smart for a
vertebrate, so why don’t we just
stop and think for a moment. If
you want to save your parents, we
need to see how we can beat those
hideous giants. I bet there is
someone who can teach you the
mystical powers of this world.
KILLARI
Yes! And I can then save mama and
papa.
ALIQORA
First things first, we need to
find a way to protect yourself. I
can’t always be around to cover
for you. Here take this
Aliqora warp-sprouts to the nearest tree and takes a slice
of bark, shaping it into a shield.
(CONTINUED)
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ALIQORA
With this tantar you’ll be able
to guard against the strongest of
hits.
Killari takes it eagerly.
KILLARI
With this in hand I’ll be able to
stop my foes. Off we go! But
where?
ALIQORA
The eldest of trees speak of a
forgotten human like you, deep
within the swamp. They say he is
wise. Maybe he knows something
that can help you in your quest.
KILLARI
Then what are we waiting for...
off to my parents rescue.
Both rush out of camera.
FADE OUT.
9 EXT. DEEP RAINFOREST - NIGHT (TERRESTRIAL WORLD)
FADE IN
OVERPRINT: INTO DEEP BRAMBLES
Killari and Aliqora enter the deep rainforest. The night
becomes darker and a heavy rain crushes down. Hidden in
the shadows four glowing orange eyes appear in the middle
plane.
ALIQORA
These trees don’t know me.
Something is wrong here...
KILLARI
What do you mean? Aaaagh!
Aliqora is thrusted backwards. The Apachi appear,
humanoids with two faces covered under white animal fur.
They start chasing after Killari not giving any rest.
(IN GAME CUTSCENE)
ALIQORA
This is horrible. We can’t outrun
them. What should we do?
Aliqora stops abruptly and warps towards the enemy
striking and paralyzing them. The chase is over.
(CONTINUED)





Killari rushes towards the enemies and strikes them down
with her spear.
OVERPRINT: YOU CAN NOW SEND ALIQORA WITH HER WARP-SPROUT
TO PARALYZE YOUR FOES.
KILLARI
Are you alright Ms. Stem?
ALIQORA
Quit with the titles ok, It’s
Aliqora, remember?
They keep advancing through the marsh under the heavy
rain. Using Aliqora’s new power they stop more Aapachis.
10 EXT. DEEP RAINFOREST - NIGHT (TERRESTRIAL WORLD)
Through the dark marsh only lighted by the bioluminescent
plants and fairies, Killari and Aliqora suddenly spot a
giant demon walking pass the trees in the middle plane.
The huge Iwia is taking all animals and plants into his
shinkra (bag.) While advancing, Killari stays indifferent.
ALIQORA
Why you! You! Killari, look! The
demon, the horrible demon is
taking away my friends can you
see it.
KILLARI
. . . Papa, mama. . . Quick
Aliqora! We must hurry to the
forgotten one your trees speak
of.
They keep on going, evading the apachi, and by using
Aliqora’s warp-sprout strike, they deactivate some blood
sucking Kurichip; Iwia’s traps.
11 EXT. SWAMPS - NIGHT (TERRESTRIAL WORLD)
Reaching the inner swamp, both Killari and Aliqora
approach two dim lighted torches that illuminate a single
house.
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12 INT. TSENTSAK’S HOUSE - NIGHT (TERRESTRIAL WORLD)
Killari and Aliqora enter the house.
(IN GAME CUTSCENE)
KILLARI
Hello! Is there any forgotten one
in here?
TSENTSAK, an older-looking shaman overly decorated with
tattoos, feathers and tsantsa heads (shrunken heads)around
his waist, comes out of a room with a staff in hand.
TSENTSAK
Who are you calling forgotten,
have people really misremembered
me all this years?
(Pause)
Oh? a human child disturbs the
home of Tsentsak the Mighty, last
of the Uwishin, Lord of the
Southern Jungle.
ALIQORA
More like Lord of the smelly
swamp..
TSENTSAK
Impertinent plant! I could make
you into cole slaw with but a
wave of my hand, but you’re not
worth the bother. Now, child,
waste my time no more. Why do you
seek the great Tsentsak?
KILLARI
Mister! Would you kindly take
pity on myself, a lonesome child
in search of her parents. I need
to save them from the hungry
tummies of Iwia.
TSENTSAK
Foolish girl! I have no time for
such idle quests! I left the
rescuing business long ago,
before you were born and before
your friend here was so much as a
sprout.
ALIQORA
We have wasted our time here,
Killari. This old human is as
bitter as cactus soup. Let’s go.
(CONTINUED)
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KILLARI
(with her head down)
Wait... Please your greatness!
They are my only family.
She takes a pendant out.
KILLARI
This... is the only thing I have
of mama and papa.
(Sobbing)
I don’t want to loose them... I
don’t want to be alone!
Killari starts to cry.
TSENTSAK
Hmmm. . . Sorry for my rudeness,
it’s been ages since I’ve talked
with anyone. The giants are
powerful enemies indeed. You will
need more than the help of a
talking plant, and even more help
than even I, last of the Uwishin,
can give you. You must speak
to Nunkui. Yes, yes, that’s it.
Nunkui. Only she can give you the
power to rescue your parents.
KILLARI
(wiping her tears)
I will do it. Where can I find
this Nunkui?
TSENTSAK
Where can you not find her?
Nunkui is all around us. But, you
might as well seek for the other
two. In the black depths of the
waters, you will find the divine
Tsunki, at the airy sky realm you
will get to divine Ayumpum, and
deep in the heart of the earth
beneath your feet you will reach
our divine Nunkui. If they find
you worthy, they may share with
you some of their timeless power.
KILLARI
I got lost mister.
ALIQORA
She’s not the only one... You’ve
been in the jungle too long old
vertebrate, so how do you suppose
we find these places?
(CONTINUED)
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TSENTSAK
Here is a map to the forgotten
places of the world and the
realms of our divine ones. Use it
well, child.
Tsentsak hands over the map.
OVERPRINT: YOU HAVE ACQUIRED THE NUNKAI MAP.
KILLARI
I’m very grateful Mr. Tsentsak
please look after the swamp.
TSENTSAK
One last thing young child. You
will need to speak with the
spirits along your journey. They
can guide you, warn you and even
aid you at times. Without the
spirits, you will never find what
you seek.
KILLARI
How do I do that?
TSENTSAK
I will open the door for you.
Hold still, brave one.
Tsentsak opens his sack and with a pale reddish clay marks
the face of Killari with intricate patterns. He whispers
some words in a mysterious language and a bright light
surrounds killari, followed by a striking wind blow.
OVERPRINT: YOU HAVE ACQUIRED THE MYSTIC POWER. NOW YOU CAN
COMUNICATE WITH THE SPIRITUAL WORLD.
KILLARI
I can hear talking, mister. They
are whispering to my ears.
TSENTSAK
This marks are the gateway to our
spiritual world. Their mystical
power is within you. The voices
of the animals and fairies are at
your side. Listen to nature
talking through you.
KILLARI
Thanks, mister, I’ll treasure it.
Killari, with her new facial tattoos walks away. Aliqora
follows behind.
(END OF CUTSCENE)
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13 EXT. KUNAK’S SWAMP - NIGHT (TERRESTRIAL WORLD)
Outside the rain has stopped and the crescent moon shines
bright.
ALIQORA
I’m glad that Tsentsak guy helped
us out. So... we must get those
powers first. Why don’t we start
off at the land of the waters? My
fronds could use a good soaking.
A nantar altar lies dried out. With the mystic power
Killari listens to the fairies and brings the spirits back
to activate the dying stone. Both of them head towards the
river bank fighting monsters and evading traps.
14 EXT. SACRED WATERFALL ENTRANCE - NIGHT (TERRESTRIAL WORLD)
Fighting Sumpas, Apachis and jencham (humans transformed
into bats) Killari and Aliqora reach a river with a strong
current.
KILLARI
Now how do we get pass this
torrential current?
ALIQORA
Let’s warp-sprout through these
rocks. . . Oh, sorry, you can’t.
Using the mystic power Killari speaks with the animals who
guide her through the safest path towards the waterfall.
ALIQORA
As far as I know, the entrance to
Tsunki, divinity of the waters,
lies beyond that huge waterfall.
Try not to slip away!
Suddenly, a huge and terrible Iwia approaches on the same
scene and starts chasing them, running through fallen
debris and broken canoes.
ALIQORA
Run girl! Run! Isn’t that the
same Iwia we saw before?
The huge monster roars and stomps making the ground
tremble. Animals and birds escape from the scene and a
lost sloth bear runs alongside Killari.
(IN GAME CUTSCENE)
The bear trips and Killari turns back to save it. Aliqora
shouts.
(CONTINUED)




She then warps back towards killari and with all her might
sprouts a huge stem slowing the Iwia. Killari stands up
and continues to run. The bear is nowhere to be found.
Reaching the dead end of the roaring waterfall, killari
and Aliqora stand still.
ALIQORA
Now what do we do?!
The Iwia gets closer with every step. Suddenly, the
waterfall splits in two, and both killari and Aliqora
enter the cave. The waters close and the Iwia is left
behind growling and yelling in anger. The bear approaches
killari and bows down in gratitude.
KILLARI
Mr. Bear did you open the
waterfall? I’m so thankful! I
shall never forget your kindness.
The bear disappears like an illusion in the air.
ALIQORA
You did a great thing out there
girl. Who would’ve guessed the




Killari hugs Aliqora tightly.
ALIQORA
Whoa whoa... hey! Stop that!
You’ll bruise my leaves!
ALIQORA
Aliqora sprouts more stems and
pushes Killari back.
Killari nods with disappointment.
KILLARI
. . .
She then walks away leaving Aliqora to blush alone in the
cave.
ALIQORA
Hey! what are you doing? come
back here!
Aliqora warps away.
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15.
FADE OUT.
15 INT. SACRED WATERFALL - NIGHT (SUBAQUATIC WORLD)
FADE IN.
OVERPRINT: SEEING THROUGH FAIRIES
Inside the waterfall a huge cavern spreads. With
stalactites and stalagmites the presence of plants and
vegetation is scarce. Killari spots a nantar altar and
activates it; she makes a prayer regaining her energy.
Moving deep into the caverns, they face electric eels,
enormous anacondas and subterranean giant bats. As they
keep on descending the light starts to fade.
KILLARI
What is going on? I can’t see!
ALIQORA
There is no light here. Need to
find another way through.
KILLARI
I can’t even hear the sounds of
the spirits. Oh, what to do. . .
I’m getting scared.
(IN GAME CUTSCENE)
As the last dims of light fade away followed by pitch
darkness, Killari freezes into position and starts to sob.
ALIQORA
Hey, quit that yapping and get a
hold of yourself! you are
stronger than this. Here. . . I
think it’s about time for you to
know this. That necklace you are
carrying is called a Nantar
talisman. It was passed down to
you, humans, in the old days for
a good harvest, but I doubt your
kind actually knew its true power
and meaning.
(Pause)
Here, let me activate it for you.
Suddenly a reddish light starts o glow from within the
necklace.
OVERPRINT: ALIQORA RESTORED THE NANTAR TALISMAN POWER
(CONTINUED)
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KILLARI
What is this light Aliqora?
ALIQORA
Use that talisman to find your
way through the darkness. Search
for the glowing night-fires and
make them sprout to reveal your
path.
Killari grabs the talisman, closes her eyes and puts it
towards her chest. A reddish flickering light starts to
glow and hidden vegetation starts to sprout, revealing
bioluminescent plants.
ALIQORA
That thing you are carrying holds
the essence of Nunkui herself,
mother of all creation. Its power
is one of a kind and now it’s
yours to keep. Put it to good use
human.
(END OF CUTSCENE)
With the talisman in hand Killari ventures onward using
the power to see through darkness.
16 INT. SACRED WATERFALL - DARKNESS (SUBAQUATIC WORLD)
The fairies of the bioluminescent plants dance along in
the black emptiness, both Killari and Aliqora follow them.
KILLARI
(amazed)
Waahhh... the lights... are
pretty. I could stare at them for
ages.
ALIQORA
Just remember to stay focused.
One wrong step and we are done
for, don’t loose sight of the
night-fires.
KILLARI
I never knew such beautiful
flowers existed down below.
Mother Nunkui sure knows her
stuff.
Walking cautiously, through dead ends, fallen platforms
and dangerous holes, they reach the far end of the
caverns. The water starts to rise.
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17 INT. UNDERWATER GROTTO - DARKNESS (SUBAQUATIC WORLD)
Inside, everything is submerged and they come across
another nantar altar, sitting alone encapsulating the only
air bubble. Killari stands still. Within the depths of the
chamber everything is illuminated by the bodies of water
serpent turquoise dragons.
KILLARI
This is so amazing! Wait ’till I
tell mama and papa know about
this place.
ALIQORA
Hush, vertebrate! Those dragons
have been dreaming since I was
but a seed. Disturbing them might
be our worst bet.
KILLARI
Sleeping dragons or not, I can’t
even step outside. This altar is
the only thing letting me breath.
How are we gonna make it
across?
ALIQORA
Look!I can make floating bubbles
with my leaves to keep you safe.
We must be swift, however! I
cannot fight the current for too
long.
Using Aliqora’s air bubble Killari walks through the
massive underwater chamber. Suddenly they are attacked by
strange snake-like water forces.
ALIQORA
Look out! I don’t know what those
are but I don’t like the looks of
them!
Jumping from bubble to bubble, killari dodges the water
disturbances.
(IN GAME CUTSCENE)
Coming to a halt, she uses her mystic power.
KILLARI
I hear them Aliqora, they are
calling to me.
ALIQORA
What? Who is calling?
(CONTINUED)
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KILLARI
The dragons. . . The bad
thoughts, they want them gone.
Then a voice is heard from within the chamber.
UNKNOWN
purify their thoughts in the
nantar altar.
(END OF CUTSCENE)
Using her mystic power, Killari resonates with the water
disturbances and guides them towards the altar.
(IN GAME CUTSCENE)
With a strong pulse the nantar altar purifies the last
one. The serpent dragons cease their chaotic whirl and
start to swim in rhythmic flows. The mysterious voice is
heard again.
UNKNOWN
My humble thanks for saving my
children; I am in your debt,
small human.
Suddenly, a huge water serpent dragon emerges from deep
within the grotto.
TSUNKI
(With a noble female voice)
Nice to meet you, I am Divine
Tsunki, mistress of the deep.
(Pause)
For a long time, my children have
been as you saw; confused,
tormented by the chaotic thoughts
that came to them from humans
along the river. These dark
dreams caused them to lose their
harmony and thrash about in the
depths.
(pause)
You just freed them from their
prison and I don’t know how to
thank you. Please ask for
anything and I will grant your
wish, if it is within my power.
KILLARI
Oh great Tsunki, grant me the
power to save my parents from the
terrible Iwia!
(CONTINUED)
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TSUNKI
Little human... Be wary. The Iwia
are not to be taken lightly.
Their scorching fire and
insatiable hunger have consumed
most of the world. With my power
alone you will not defeat them.
Still I shall grant your wish and
hope you can save your parents.
With all her wisdom and the purifying waters of the
grotto, the great water serpent Tsunki fuses her powers
into one potent and yet small water sphere, handing it to
Killari.
OVERPRINT: YOU HAVE GAINED TSUNKI’S SACRED WATER, THIS
WATER HAS HEALING PROPERTIES AND NEVER RUNS OUT.
TSUNKI
This is the entsa sacred water.
Use it to heal even the most
corrupted life forms.
Killari stores the sacred water inside her sack, glowing
in a turquoise bright color.
TSUNKI
Now, let me take you to the
surface.
FADE OUT.
18 EXT. SACRED WATERFALL ENTRANCE - NIGHT (TERRESTRIAL WORLD)
FADE IN.
OVERPRINT: THE VALUE OF A FRIEND
Killari and Aliqora wake up atop the sacred waterfall. The
moon at its last quarter shines brightly and Tsunki’s
voice is echoed in the distance.
TSUNKI
(Echoed from afar)
Seek out the other divinities in
their realms. Only they can grant
you more power to face the
dreadful demons.
ALIQORA
Well that went better than I
expected. Where to now my
intrepid human? Open your map and
let’s see our route.
(CONTINUED)
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KILLARI
Do you see that great vine,
reaching towards the sky? the map
is marked with the same kind of
plant. Should we?...
ALIQORA
That is the great old Remu. It
once connected this land with the
realm of the skies. But, ever
since lord Ayumpum cut out a
portion of it, the way has been
lost. Climbing it will be
challenging.
Walking towards the old giant vine, they face jencham,
sumpas, apachis while evading kurichip. (Iwias traps)
19 EXT.BENEATH THE GIANT STEM - NIGHT (TERRESTRIAL WORLD)
Reaching the path beneath the old Remu, a huge
Iwia appears from behind. Killari and Aliqora start to
run towards the giant vine. Traps are everywhere and the
world shakes with every step of the Iwia.
KILLARI
Hurry. . . It’s gonna catch us!
ALIQORA
I’m running as fast as my roots
can go.
(IN GAME CUTSCENE)
Getting closer to the giant vine, the Iwia knocks Aliqora
away. Meanwhile, small particles of the sacred water
emanate by the presence of the Remu. This one reacts and a
small vine sprouts, grabbing Killari up. Looking behind,
Aliqora is stuck and the Iwia gets closer to her.
ALIQORA
Go, Killari! don’t worry about
me! The connection between earth
and sky is broken, and I cannot
cross.
KILLARI
No, I’m not leaving you talking
bud!
ALIQORA
Just climb up already stubborn
vertebrate! Save your family!
Killari climbs the broken trailing plant up to the skies.
Beneath her feet the giant demon stomps on Aliqora.
(CONTINUED)




20 EXT. THE OLD REMU - NIGHT
The old Remu is difficult to climb. Killari jumps from
branch to branch and climbs up small vines. Finally She
gets to the top of the clouds.
21 EXT. ATSUT TEMPLE - NIGHT (AIRBORNE WORLD)
(IN GAME CUTSCENE)
Killari is kneeling and weeping.
KILLARI
Oh my dear friend, please tell me
you are not gone. . .
(continues to cry)
No, I must not weep. Aliqora
wouldn’t want that. I must go on,
and save my family!




Killari walks around the Atsut temple, the wind is chilly
and an eerie silence pervades the floating land. Most of
the vegetation is mossy and old. Statues of bird like
women adorn the courtyards. The floor is unstable and the
floating grassy platforms are withered and stuck.
KILLARI
Why is all nature here long gone?
Oh, Aliqora! She would know what
to do!
Approaching the dead platforms, Killari uses the sacred
water and the grassy terrain sprouts again, lifting up and
floating around.
KILLARI
Oh poor plants, let me give you
life again.
Killari uses the platforms to cross over the shattered
path.
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22.
She faces Irshim, mysterious birds that hypnotize her, and
from the statues a moaning voice that chills the spine is
heard. The Atsut emerge. Invincible spirit like witches of
bird women hunt her down.
22 INT. ATSUT TEMPLE/NIGHT (AIRBORNE WORLD)
Killari reaches the far ends of the temple and goes into
its chamber. Inside, a huge statue of a giant man-like
bird is stuck to the wall. Two other, samller Atsut
statues stand in the sides facing in oposite direction.
Killari moves the statues so each one of them face the
huge one in the center
(IN GAME CUTSCENE)
Suddenly, the big statue of the man-like bird moves and
from within it, the spirit of a magnificent harpy eagle
with the body of a man stands still, staring at Killari.
BIRD MAN
Who dares to disturb my slumber?
KILLARI
Excuse my intrusion sir, but I’m
looking for Ayumpum the divine
one. I need his help me save my
parents.
BIRD MAN
Well you’ve come to the right
place. I am Ayumpum Lord of the
Skies.
KILLARI
Then, will you help me? Mama and
papa have been taken by the Iwia.
AYUMPUM
Cease your restless talking,
little one. I do not mess with
human matters. If Ayumpum’s power
is what you seek, then you must
prove to me you are worthy of it.
KILLARI
If it is to save my parents from
the Iwia, please tell me what I
shall do.
AYUMPUM
The cries of the Atsut have long
been disturbing my sleep. Their
endless weeping turns the wind to
rain, the clouds to storms, and
rainbows to hailstorms.
(CONTINUED)
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CONTINUED: 23.
KILLARI
By Atust you mean the wicked bird
women that haunted me outside
your house?
AYUMPUM
Yes, they flew here hoping to
escape from the wars of your
kind. But now, all that remains
is their pain and suffering,
petrified in stone. Cease their
cries and I shall grant your
wish.
(END OF CUTSCENE)
23 EXT. ATSUT TEMPLE - NIGHT (AIRBORNE WORLD)
Killari steps outside and searches for the Atsut. Using
her mystic power she drives the Atsut to their graves, and
destroys the statues imprisoning them.
ATSUT
Oh brave girl, thank you for your
help I hope you find what you are
looking for.
Sealing the last atsut, Killari heads back to Ayumpum’s
chamber.
24 INT. ATSUT TEMPLE/NIGHT (AIRBORNE WORLD)
(IN GAME CUTSCENE)
KILLARI
I’m all done; no more wicked
ladies will disturb your dreams
now.
AYUMPUM
You did good young human. As a
thank you, I shall grant you the
namúr of power. with it you can
increase any skill you possess.
OVERPRINT: YOU CAN NOW USE THE NAMÚR OF POWER TO RISE UP
THE EFFECTIVENESS OF ANY MOVE YOU KNOW.
Killari unsheathes her spear and shield, and they change
their form.
AYUMPUM
Oh please lord Ayumpum, just one
last request. Help me reach my
friend once again. If you connect
(MORE)
(CONTINUED)
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CONTINUED: 24.
AYUMPUM (cont’d)
my home with your realm, there
might be a chance I can see her.
AYUMPUM
As you wish little child. You
have proven to me that humans
deserve once again the blessings
of my realm.
The giant old vine starts to unite once again and the
entire flora starts to bloom in the realm of the skies.
AYUMPUM
Oh... look at that! How foolish
could I have been. My atsut cries
not only came from human sins.
They also could not rest because
this realm was starting to wither
and petrify, without the grace of
mother Nunkui.
KILLARI




Killari starts to sob.
KILLARI
(crying)
I’ve lost my best friend! I don’t
want to fight anymore. I just
want papa and mama to come back
home.
(the crying continues)
Then a voice is heard.
ALIQORA
My little vretebrate friend! It
will take more than a stomp to
kill Aliqora. . . Now quit the
weeping and let’s go save your
parents.
Aliqora sprouts in front of Killari.
ALIQORA
Well it looks like you did it
again; now that the earth and
skies are connected I can travel
even way up here. How high up do
you suppose we are. Aren’t you
hungry? We should treat those
injuries too.
(CONTINUED)
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CONTINUED: 25.
Killari takes hold of Aliqora and hugs her.
ALIQORA
Hey, hey! . . . what did I tell
you about touching me? Though I’m
glad to see you are okay little
human, what do you say we go back
and save your parents.
AYUMPUM
What’s this? I hear a voice I
thought never to hear again in
this world. Nunkui? Is that you?
(pause)
It is you! Why are you here?
Killari looks at Aliqora in shock.
KILLARI
. . . Are you?
ALIQORA




You are mother of all creation,
you are mother Nunkui! No wonder
you survived!
NUNKUI
Yeah, yeah don’t get all your
stems in a bunch.
KILLARI
But... Nunkui... why didn’t you
tell me? Why didn’t you tell me
who you where? I don’t
understand.
NUNKUI
Ugh. . . Okay...
CUTSCENE IN ILLUSTRATED IMAGE SEQUENCES
NARRATOR NUNKUI
It was the fault of those Iwia,
their insatiable hunger drove
them forth to my beautiful Unkuch
of life.
(pause)
Deep within the earth, lies its
chamber, the sole protector of
all plants and trees. Iwia came,
they came and took, took away the
powers of the Unkuch. Since then
(MORE)
(CONTINUED)
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CONTINUED: 26.
NARRATOR NUNKUI (cont’d)
they have been draining the
energy of the flower to satisfy
their hunger. But the Unkuch is
weakening, and I needed to find
someone I could trust. Only
someone with your pure heart, and
courage can save the unkuch.
(pause)
Then I found you Killari. Such
and innocent human child with so
much courage and valor, and a
pure heart. I wanted you to go
forth and save the flower of
life. This is why I lied to you
about my identity with the name
of Aliqora to keep myself hidden
from those terrible demons.
FADE OUT.
25 INT. ATSUT TEMPLE/NIGHT (AIRBORNE WORLD)
Killari stands still listening.
NUNKUI
Forgive me, I shouldn’t have lied
to you. But, now I must ask one
last favor, will you please help
me save the Unkuch of life and
help the world restore its
balance? At this rate those
terrible Iwia will drain all life
that exists on earth.
KILLARI
Its ok mama Nunkui, I’m stronger
now. I will help you restore the
Unkuch’s power and save mama and
papa from the evil ones.
NUNKUI
Come child, let’s go forth to my
underground world.
FADE OUT.
26 EXT.BENEATH THE GIANT STEM - NIGHT (TERRESTRIAL WORLD)
FADE IN.
(IN GAME CUTSCENE)
Killari and Nunkui descend from the old remu. The fading
gibbous moon shines brightly, and a nantar altar is
spotted nearby. Killari sits down on the grass.
(CONTINUED)
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CONTINUED: 27.
KILLARI
I’m tired of walking. Can’t you
just open a path right here to
the unkuch of life?
NUNKUI
What a hasty human? The flower of
life is what brings forth my
power; now that it’s being
consumed by the Iwia I’ve lost
contact with it. But there is a
nother way. We need to find the
entrance of ancient times to the
earth realm that was sealed.
Killari stands up and both start walking off camera.
(END OF CUTSCENE)
27 EXT. MIRE CAVE ENTRANCE/NIGHT (TERRESTRIAL WORLD)
OVERPRINT: THE POWER OF NATURE
Killari and Nunkui reach the entrance of the mire caves.
NUNKUI
This is the place, the lost
entrance to my earthly domain.
Although, we must find a way to
open it. In my current state I’m
unable to use all my power. Let’s
look around and see what clues we
can get from the animals and
fairies. They might know
something.
Both set off searching for clues. Killari uses her mystic
power speaking to all kinds of animals, from mountain
dogs, to slolth bears, to birds and monkeys.
MOUNTAIN DOG
I know nothing about underground
worlds, but there was one fox who
knew how to speak with the
spirits of deep below.
SLOTH BEAR
The fox lady, look for the fox
lady under the multicolored
trees.
TOUCAN
Listen to the touch of shells and
seeds. Follow their song and you
will find what you seek.
(CONTINUED)
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CONTINUED: 28.
GOLDEN LION TAMIRN MONKEY
But beware of the kaekat, they
ride on dark winds and their
cries will disturb your ears.
28 EXT. MYSTERIOUS MEADOW - NIGHT (TERRESTRIAL WORLD)
KILLARI
All the animals said to find this
strange fox lady. I don’t see any
fox though.
Suddenly, the touch of shells and seeds rattle.
NUNKUI
I hear odd sounds. . . They’re
coming from that thicket path.
They walk through a grassy meadow-like labyrinth,
following the mysterious sounds, and as they keep crossing
the different paths, Kaekat; evil spririts that bring
ominous winds, crack tree branches and dim the sound of
the shell’s rattle.
She battles the wicked spirits and continues to pursue the
source of the mysterious shell sounds. The kaekat’s gloomy
sound keeps disturbing her hearing. Killari kills them and
keeps on searching.
29 EXT. RIVERBANK - NIGHT (TERRESTRIAL WORLD)
The sound of shells and seeds rattling grow stronger. They
reach a riverbank with multicolored trees, and find a
young furry woman with short pointy ears. She is covered
in tattoos, wearing a strange dress with shell ornaments,
filling a pot with water.
NUNKUI
Look! That must be her.
Killari approaches the fox lady.
(IN GAME CUTSCENE)
FOX LADY
This seed is just not right. I
need to find a more sour one...
Hey you young girl, toss me a
snail shell.
KILLARI
My name is Killari and I’m afraid
I’m fresh out of snail shells.
(CONTINUED)
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CONTINUED: 29.
FOX LADY
My, my. . . Be a good girl and
find me a fresh snail shell.
KILLARI
Aliqora, do you have a snail
shell?
ALIQORA
Eww... no! I hate snails. They
slime up my leaves.
(END OF CUTSCENE)
30 EXT. MYSTERIOUS MEADOW - NIGHT (TERRESTRIAL WORLD)
Killari walks away. She uses her mystic power to speak
with the animals and spirits of the forest in search of
the snail shell.
OVERPRINT:YOU HAVE ACQUIRED A SNAIL SHELL?
Killari goes back to the fox lady.
31 EXT. RIVERBANK - NIGHT (TERRESTRIAL WORLD)
(IN GAME CUTSCENE)
KILLARI
Here it is ma’am. . .
FOX LADY
Oh so sweet! This will do just
fine
KILLARI
Can you help me now in my quest?
FOX LADY
Pushy aren’t you. . .
(pause)
My name is Kurinua. How can I
help you?
KILLARI
We need to find a way to enter
the mud caves and deep below into
the earth realm of mother Nunkui.
KURINUA
(Anctious)
Oh... mother Nunkui you say? Are
you going to meet with the inner
spirits of the earth?
(CONTINUED)
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CONTINUED: 30.
KILLARI
I’m going to save my parents from
those hideous Iwia demons. But I
need the aid of mama Nunkui
KURINUA
Oh! Those gruesome beasts, they
do nothing but destroy this
beautiful forest. I think we have
a common enemy, little human.
(opening her arms)
You know, I like you. I love all
that you see around. I feel...
part of it.
(pause)
I do know the way to the land you
seek. Let me show how you can
send all that mystic power of
yours directly to the world
itself and open the path to the
earth.
Kurinua moves her hands in a rythmic flow and blows
towards Killari. A soothing wind engulfs her, flowers
bloom and the nearest mud softens reveling a bunch of
snail shells.
KURINUA
Now it’s your turn. You must
create the gatway yoruself from
the spiritual power that rests
within you
By moving her hands and blowing all that stored energy,
Killari separates the nearest mud reveling some hidden
flora.
OVERPRINT: YOU HAVE LEARNED THE POWER OF TRANSMISSION
KURINUA
Now go forth human child and do
what you must. But never forget
that all of nature is one, and
your path will always be clear.
KILLARI
Thanks mama fox, I will use your
gift to save my parents.
Both Nunkui and Killari walk off camera. The fox lady
vanishes from the scene.
FADE OUT.
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31.
32 EXT. MIRE CAVE ENTRANCE/NIGHT (TERRESTRIAL WORLD)
Killari and Nunkui stand outside the mire cave, Killari
uses her new power and resonating with her inner soul she
blows with her hands towards the cave. The sand starts to
fall, the rocks start to crack and split in two, and a
huge wind starts to blow from within the cave.
(IN GAME CUTSCENE)
KILLARI
The earth realm is your home,
Nunkui?
NUNKUI
Yes child. But I have been gone
for too long.
Just be warry my vertebrate girl,
you will enter forgotten grounds
where you’ll face the first Iwia.
A breed of flesh eating monsters!
(pause)
With the help of one shaman we
locked them up deep inside the
earth, maybe the are still
romaing the place, waiting for a
misfortuned pray. Your spear will
do nothing against their bodies




Don’t worry, we shall face the
fears and save your precious
unkuch, and my parents too!
NUNKUI
You really are one brave little
girl, for a vertebrate, you know
that.
(END OF CUTSCENE)
33 INT. MIRE CAVE - DARKNESS (UNDERGROUND WORLD)
Inside its pitch black, and Killari uses the power of the
nantar talisman. Hundreds of plants sprout and start to
glow, showing the path. Then, horrible sounds of growls
can be heard. The invincible Iwianchi(hideous flesh eating
monsters) appear.
Killari keeps using the nantar talisman, evading the
demons and using Nunkui’s warp-sprout to slow down her
enemies. She follows the path of the flowers running past
all the Iwianchi.
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32.
34 INT. NUNKUI’S DOMAIN (UNDERGROUND WORLD)
Killari and Nunkui reach the vast domain of the
subterranean earth world. Filled with abundant vegetation
and flora, small rivers and canals, the plants inside this
beautiful scene all change their color and form. It is an
endless swath of infinite undergrowth.
The Unkuch of life, a huge flower, rests in the far end of
the chamber. Killari takes a step in, the flora start to
wiggle and change color and form, altering the path.
NUNKUI
As I suspected, we must use the
power of the talisman to spot the
flowers that have not been
corrupted by the curse. Don’t
worry, the flora is on your side.
Killari uses the talisman and sees through the pure
flowers.
The tiles change; trees sprout to obstruct her path, and
the changing colors hide the plants that sprout from the
talisman. Killari gets to the flower of life.
KILLARI
Now how on earth am I going to
wake this sleeping flower?
NUNKUI
Using the powers of the divine
ones, you must connect with the
flower of life.
(pause)
Help me on this one Killari! I
need you to fend off the evil
brambles so I can reach the heart
of the unkuch and open its path
to you.
The unkuch of life emanates a tremendous dark energy and
the wind around it blows really harsh. Killari fights back
the evil monsters and corrupted brambles. Meanwhile,
Nunkui resonates with the heart of the flower to awaken
it.
(IN GAME CUTSCENE)
Nunkui opens a path to the heart of the unkuch.
Killari takes the sacred water out of her sack, she then
uses the power boost of the namúr to increase the healing
power of the water.
Holding her hand to her chest she starts to speak to the
spirits within and finally she blows her hands towards the
(CONTINUED)
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CONTINUED: 33.
Unkuch of life transmitting all the energy stored within.
A flash of light strikes the whole domain, the dark roots
dissipate and the great flower of life heals itself. The
rest of the flora around the chamber stop their chaotic
dance and stick with one single color.
Killari lies at the foot of the flower and suddenly a vine
takes her up. Killari awakens, and in front of her a huge
Nunkui appears.
NUNKUI
You are one brave girl. . .
Killari kneels and bows towards the great mother Nunkui.
35 EXT. MIRE CAVE ENTRANCE/NIGHT (TERRESTRIAL WORLD)
Outside the full moon shines brightly. Killari is still
kneeling in front of a now-normal sized Nunkui.
NUNKUI
Ok, cut that out. . .
Killari stands and hugs Nunkui tightly. Nunkui stretches
her hands like leafs and envelops Killari.
NUNKUI
Don’t bruise my leaves okay?
(pause)
Now, what do you say we go save
mama and papa?
Killari nods in affirmation.
KILLARI
Yes! Just wait until I tell mama
and papa about all of this.
NUNKUI
Oh! Before I forget . . . while
you were asleep I casted a
special sap upon you. With it you
can summon the spiritual
guardians of the earth.
(pause)
That is my gift. My divine power
entrusted to you. Try it!
OVERPRINT: You have gained the protection sap, now you can
summon forth a barrier of spiritual roots and brambles.
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36 EXT. IWIA VILLAGE - NIGHT (TERRESTRIAL WORLD)
OVERPRINT: LOVING CARE TRUTH
The full moon stands bright, covering most of the
background scene. Killari and Nunkui enter the village of
Iwia.
NUNKUI
You sure you wanna do this?
KILLARI
I am ready to defeat the Iwia!
NUNKUI
Let’s keep it down, these foul
creature know no rest.
Both head inside the main gate. Killari faces a bunch of
Iwia, evading them and avoiding being spotted. Using all
of her powers, Killari goes thorugh the main gates, the
plaza, farmhouses and up to Iwia’s Lair.
Suddenly they find two huge Iwias guarding the entrance to
the lair of their leader.
KILLARI
Nunkui! I can’t defeat those
monsters! mama and papa must be
inside. What can I do?
NUNKUI
There is only one thing that can
stop these creatures. Make them
inhale the ashes of their own
torches, It will cause their
hearts to turn to stone.
Killari uses the Iwias’ traps to lure them in and fall
over the fire torches, they inhale the ashes and their
bodies petrify. Killari goes inside Iwia’s lair.
37 INT. IWIAS LAIR - NIGHT (TERRESTRIAL WORLD)
Torches light up the chamber. Bones are scattered all over
the place and cages with people and animals hang above the
ceiling. Killari enters the scene with Nunkui on her side.
KILLARI
Too many strangers. . . I can’t
see mama and papa.
NUNKUI
Let’s search the area; they can’t
be too far off.
(CONTINUED)
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CONTINUED: 35.
Killari looks for her parents, and then she spots them in
a cage on the far end.
(IN GAME CUTSCENE)
FATHER
That voice... Killari! is that
you?
KILLARI
Papa. . . You are safe! And where
is mama?
MOTHER
Oh Killari, my little flower I’m
right here.
FATHER
How did you find us? What
happened to the village? Did you
take my spear?
and what is that . . . plant...
frond...green...root
NUNKUI
I’m not a root, I’m a spirit of
nature you unwashed vertebrate!
KILLARI
Papa I will answer all of your
questions later. Now we must go!
FATHER
Hold on a minute we need to free
the rest of our people.
Killari uses her spear to break the cage open and evacuate
everyone. Outside the full moon shines brighter and
everyone is safely waiting.
In an instant, the earth starts to tremble, and from
within Iwia’s lair, the leader, the most horrifying and
colossal of all Iwia comes out.
FATHER
Run killari we must go now!
Killari nods in confusion, looking back at her father and
back at Nunkui.
KILLARI
No papa I can’t. I came this far
and now I’m not turning back.
The Terrible Iwia thrusts a huge stone that divides
killari from her parents.
(CONTINUED)
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CONTINUED: 36.
KILLARI
I must put an end to all of this!
(END OF CUTSCENE)
Killari starts to battle; the huge Iwia creates an endless
route, making it impossible for Killari to reach the
demon. While sending out his minions, the Iwia growls at
Killari.
Killari uses all her powers and crushes down the minions
of Iwia. Then, the demon disappears. Killari is left alone
and keeps running an endless path.
KILLARI
This never ending void is giving
me the creeps, where do we go now
Nunkui? . . .
Nunkui is no where to be found. While the scene keeps
distorted on the same looping sequence, killari approaches
a rotten skull.
SKULL 01
Above I saw the end of
nightmares?
Following its message, Killari heads up in the scene. On
another looping distorted path she finds another skull.
SKULL 02
Below I saw the end of days.
Killari lets herself fall down, and ends up on another
distorted looping scene. Another skull rests up ahead.
SKULL 03
Back I saw the end of them.
Killari heads backwards against the flow of the distortion
and ends up once again in front of the terrible Iwia. The
scene keeps on looping and one last skull rests in place.
SKULL 04
Up front I saw the moon shining
bright.
(IN GAME CUTSCENE)
Killari stops for a moment and staring at the demon she




Off you go my little friend;
you’ll live for eternity just
(MORE)
(CONTINUED)
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CONTINUED: 37.
NUNKUI (cont’d)
like me. . . And you’ll witness
with your eyes so many things.
You’ll be the protector, the true
guardian of all living things.
(pause)
Killari . . . you were born on a
starry night, thus the moon has
always guided you.
Killari opens her eyes.
KILLARI
I’m going to put an end to your
foul deeds.
With spear in hand she then grabs the sacred water, casts
forth the protection sap and strengths herself up with the
namúr of power. Jumping forward to the devil’s eyes
killari strikes down his opponent. A bright light consumes
everything.
FADE OUT.
38 EPILOGUE. ILLUSTRATED IMAGE SEQUENCE
FADE IN.
NARRATOR
What came to be of the little
girl, no one knows. Her father
searched all over the forest,
every night without rest. But for
all that is told, she became one
with the world. It is said that
she unified the divine powers to
heal, strengthen and protect us
all. Legend recalls of a girl, a
girl who took a spear in hand and
ventured forward to the unknown
of the world. This, is her
tale...
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APENDIX TO: INTERVIEW WITH YADIRA KUKUSH OF THE SHUAR TRIBE 
The following is the original interview done in Spanish to be able to talk with Yadira more fluidly in 
a language both could interpret. 
Transcripción de la entrevista: 
Nicolás: Bueno, mucho gusto Yadira, soy Nicolás Loza y hoy estoy aquí para robar un poco de tu 
tiempo con algunas preguntas en cuanto a tu cultura su vivencia y más que nada sus cuentos 
leyendas y mitología. Espero que me puedas ayudar en lo posible para aclárame algunas dudas 
que tengo. Para comenzar, te comento; yo soy estudiante de la universidad san francisco de Quito 
y estoy aquí por cuestiones de investigación, pues me encuentro realizando mi tesis. Lo que 
sucede es que me estoy basando en tu cultura Shuar para la elaboración de mi proyecto y he 
estado buscando en varios libros sobre tu cultura, me he ido hasta el museo Abya Yala que tienen 
junto a su universidad y me han dado bastante información valiosa. Pero, a decir verdad y como 
debes saber, no siempre esa información es certera y a veces hay una carencia en sus datos y hace 
falta expandir algunas cosas que me han dejado con mucha duda. Espero que no sea de ninguna 
molestia tuya el hacerte preguntas sobre tu cultura y el pasado de la misma. 
Yadira: No para nada en lo absoluto. 
Nicolás: Perfecto, muchísimas gracias. De hecho me han contado que te has graduado de una 
universidad en Quito, podrías contarme más al respecto para conocer sobre tu formación 
educativa y tener un bien registro de mi entrevistada. 
Yadira: Jajajaja... seguro, con mucho gusto. (Pausa) 
Bueno como ya sabes, mi nombre es Yadira, Yadira Kukush, las dos con K hehe... tengo 18 años, 
soy de la comunidad shuar al sur del oriente cerca de macas y me gradué de ciencias general en el 
colegio. A partir de eso decidí tomar otro rumbo una vez terminado mi preparatoria. Me fui a la 
capital quito y decidí estudiar música pero siempre mantuve mis orígenes como shuara. Se hablar 
en el castellano mi lengua natal shuar y un poco del idioma siona. Bueno pues, ya desde hace un 
mes que estoy conviviendo aquí con esta comunidad junto con mi novio y a decir verdad siempre 
me ha gustado compartir con los demás sobre mi cultura. Durante mis años de universidad me 
asignaban roles para traducir de mi lengua al 
Castellano ciertas personas shuar que venían desde macas, y a su vez q estuve al tanto de 
cualquier actividad que involucrará enseñar sobre mis costumbres. 
Nicolás: oh wow, se nota que has estado con bastantes contactos y haz logrado formar parte de 
una comunidad estudiantil. Súper chévere Yadira. 
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Yadira: ¡hehe... gracias! 
 
Nicolás: bueno para no darle más vueltas al asunto. Voy a comenzar haciéndote varias preguntas 
sobre la mitología de tu cultura. Para que me aclares ciertas cosas que me han dejado con los 
cabos sueltos.... entonces comenzaremos 
Por la primera... 
 
Pregunta 01: En sus leyendas eh leído  sobre los dioses Arutam y Ayumpum, me podrías explicar 
¿quiénes son estas entidades y cuáles son las diferencias entre ambos? 
 
Respuesta Yadira: Bueno Arutam, es considerado como el dios creador verdadero de los Shuar. Él 
está ubicado en los más alto del cielo por la atmósfera y desde ahí el observa a su creación. Hay un 
ritual que involucra a los jóvenes el ser parte de Arutam para demostrar que ya son capaces de 
tomar las decisiones como guerreros y protectores de su tribu. Para esto, el chamán lleva a los 
jóvenes a las cascadas y con un zumo de tabaco se los purifica. De seguido ellos deben demostrar 
coraje al adentrarse  a las aguas heladas de la cascada y soportar la presión del agua. Si salen vivos 
de eso significa que están listos para ser hombres maduros capaces de afrontar cualquier peligro. 
Por otro lado está Ayumpum; Es considerado un guerrero quien ascendió a los cielos y vive como 
un dios de guerra en el cielo de abajo por las nubes. Conoce las lluvias, y los truenos. En la leyenda 
se cuenta que él tenía la habilidad de regenerar su cabeza, y como tal, lo mencionó a su mujer. 
Pero ella no le creía nada de lo que decía. Entonces un día durante una guerra contra otra tribu, lo 
decapitaron, y en ese instante su cabeza se regeneró, una cabeza de carne pero sin hueso. Desde 
entonces el adquirió alas y subió a los cielos donde con sus rayos castiga a todos los que cometen 
faltas y guerras sin ser considerados de lo que el creador Arutam les entregó. 
 
Pregunta 02: Tu que has de haber visto, las piedras nantar, ¿qué son? Y ¿cómo son?  Según tengo 
entendido son de un color rojizo quien la diosa nunkui les dio a las mujeres para la buena cosecha. 
 
Respuesta Yadira: Si, exactamente como lo dices, pero también es importante entender que el 
valor de estas piedras es mucho más grande de lo que se dice. Pues como su nombre mismo lo 
explica, nantar significa piedra preciosa, y estas se las encuentra en los ríos o adentro de los tallos 
de las plantas. Hasta yo mismo las he visto. Mi abuelita siempre tenía una y me la dejaba ver. Es 
como una piedra pequeña bien roja y su poder si sirve para la buena cosecha. Pues siempre que mi 
abuelita sembraba junto a la piedra, estos crecían por montones. 
 
Nicolás: entonces ¿solo servían para una buena cosecha? 
 
Yadira: no, en lo absoluto. Estas piedras tienen un poder único y varía para cada persona pues solo 
quien cogió la piedra, puede usarla. Pues mi abuelita nunca me dejaba toparla. Dice que si no, se 
pierde su fuerza. También se la usa durante otra ceremonias e incluso para la cacería. Pues le da 
fuerza y buena fortuna a quien sale a cazar para regresar con abundante comida. 
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Pregunta 03: Eh oído hablar que la yuca es uno de los principales alimentos para ustedes, e 
inclusive leí sobre una leyenda que involucraba a una chica y el descubrimiento de la Yuca. Me 
podrías contar más sobre el valor de la yuca para ustedes. 
 
Respuesta Yadira: Huy! Sí, la yuca es de lo más importante para nosotros. Pues hay algo que nunca 
me he de olvidar que mencionaba mi abuelito. Él siempre decía, sin chicha no vivo. Jajaja... pues la 
yuca siempre ha sido muy valiosa para nosotros, fue el primer alimento que Nunkui envió. Y 
siempre se la bebe durante festividades y ceremonias. De ahí se la cosecha casi siempre y desde 
mucho tiempo atrás la yuca ha estado siempre en la dieta diaria de los Shuar. 
 
Pregunta 04: me podrías mencionar cuales son las varias plantas medicinales que tu cultura ha 
usado a lo largo del tiempo. Más que nada aquellas que los chamanes usan para la curación y sus 
rituales. Sé que pueden ser varias pero delimitemos a mencionar solo las más importantes. 
 
Respuesta Yadira: jajaja si son varias, pero entre estas creo que las más importantes serían el 
(yahe/yaje) y el tabaco. Para los chamanes el tabaco es uno de los más importantes, pues siempre 
lo aspiran para purificarse y purificar al resto de los malos espíritus. El yahe en cambio es como 
una raíz. Se le corta y se la hierve en agua. Está dirigida a quien ha tenido un mal. Y sirve también 
para ver el más allá, a los dioses y espíritus. 
 
Nicolás: este yahe, no es como la hayahuasca? 
 
Yadira: creo que sí, la verdad no recuerdo mucho de que planta era la raíz, pues yo nunca la vi ni la 
tomé Jajajaja... pero creo que si es la hayahuasca. Pues si bien lo recuerdo, era un bejuco o raíz 
que se trepa por los árboles y se crecen hojas ovaladas. Ah y me decían que es súper amargo. 
Jeje... 
 
Pregunta 05: ok, ahora tratando sobe otro tema... en cuanto a los nombres shuar que utilizan, 
cuales son los más comunes para niñas y si me podrías ayudar con su significado. Sé que deben ser 
muchos jajaja... pero solo mencióname los más utilizados y significativos que recuerdes. 
 
Respuesta Yadira: jajaja ok... de los que más recuerdo y los más importantes, casi todos terminan 
con el denotativo (nua) con acento al final, que significa mujer. Entre estos, se encuentra Yanuâ 
(mujer de las estrellas). Suanuâ (mujer que se convirtió en una planta alta) y por último; Ipiaknuâ 
(mujer que se convirtió en una planta pequeña) en el caso de la leyenda, en planta de achiote. 
Estos son los que más recuerdo que ponían a las niñas de mi aldea. 
 
Pregunta 06: ok ahora quiero que me aclares una gran duda que tengo, en una de sus leyendas leí 
sobre unas (atsut) ¿cómo son y quienes son estas atsut)? De lo que tengo entendido son unas 




Respuesta Yadira: Las atsut? Ahora sí creo que me atrapaste. Jajajaja no tengo mucho recuerdo 
sobre ellas pero espérame un rato... (Pausa) verás, creo que algo me mencionó mi abuela. Según 
me acuerdo, pero no es seguro, creo que se basa en la leyenda de cómo había unas mujeres 
celosas y mezquinas que subieron a los cielos en busca de sus difuntos maridos. 
 
Nicolás: se podría considerar que el dios Arutam las considero mezquinas por no aceptar la 
Muerte de sus esposos y se quedaron atrapadas en los cielos. 
 
Yadira: seguramente; pero la verdad es que no lo recuerdo con claridad. Disculpa. 
 
Nicolás: no tienes por qué disculparte... jajaja pues si me has aclarado un poco más sobre el 
Misterio de estas Atsut. 
 
Pregunta 07: ahora bien, me podrías mencionar algunos de los animales más sagrados para 
ustedes. 
 
Respuesta Yadira: Bueno, entre estos creo que se podría considerar más que nada a la boa, el 
cóndor y el jaguar. Por qué siempre han demostrado ser animales de mucha fuerza y habilidad en 
la cacería. 
 
Nicolás: y ¿qué hay del tucán? Siempre he visto que muchos de los chamanes de tu tribu usan 
varios ropajes con plumas de estas aves. 
 
Yadira: jeje... pues si es verdad también está el tucán, y es el ave más respetada por los Shuar. De 
sus plumas se elabora el Tawashap para que lo usen los hombres. Aunque Es muy raro ver un 
tucán, inclusive antes se era difícil encontrar uno. Por eso son bastante sagrados. Pero espera! 
También hay otro, el (hempe). Este es un colibrí. Él es quien otorgó el fuego a los Shuar. Pues 
gracia al hempe él logró robar el fuego de un monstruo con su cola y prendió en fuego unos 
árboles, del cual los Shuar lo cogieron y así descubrieron el fuego. 
 
Nicolás: oh wow esa historia no me la sabía. 
 
Pregunta 08: ahora, me podrías aclarar, en el pasado, ¿en qué parte del Oriente ecuatoriano 
estaban ubicados los Shuar? o más o menos como era su distribución geográfica. 
 
Respuesta Yadira: bueno principalmente el Shuar siempre fue nómada. Ellos siempre estaban en 
busca de comida y durante sus viajes hacían unir a otras tribus. Por eso también se conoce a la 
cultura achuar. Ellos junto con los Awajun eran antes parte de los nómadas Shuar y debido a una 
pelea interna, se separaron y tomaron su propio camino. Entonces también están estas dos tribus 
siendo en un inicio parte de nosotros. Por ello los Shuar somos también considerados una mezcla 
de varias tribus. Se podría decir que estamos regados por todas partes. Pero El Valle de Upano es 
uno de los más característicos de nuestra tribu. 
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Pregunta 09: perfecto, ahora retomando con los animales, en sus historias, mitos y leyendas ¿a 
qué animales y criaturas han temido los Shuar? 
 
Respuesta Yadira:  Bueno si hay varios, y muchos de los cuales hoy en día ya son cazados por los 
mismos shuar, les dejamos de tener miedo Jajajaja... entre estos está la Boa, el jaguar, el alacrán, y 
la conga diría yo. 
 
Nicolás: y ¿en cuanto a los Iwia? Eh leído poco sobre ellos que son el mal que reina ente ustedes. 
Me podrías explicar un poco más. 
 
Yadira: ah si Los Iwia. Bueno para empezar hay dos. El uno es el Iwianchi o mejor conocido como el 
diablo. Y el otro es el Iwia, un monstruo gigante carnívoro come hombres. Su espectro es el de un 
shuar gigante pero con tapa rabo. Con muchos dientes filudos y tenebrosos. Siempre cargan 
consigo una shigra y un hacha de barro para atacar a los shuar. Una vez capturados se los comía 
como en una sopa. 
Los Iwia siempre fueron muchos. Ellos también tenían su tribu y atormentaban a los shuar. 
 
Pregunta 10: en cuanto a los tatuajes he visto en registro de libros y fotos que tu tribu siempre ha 
tenido la costumbre de usar la pintura facial. Me podrías explicar el significado de esto. Y en 
cuanto a las niñas, ¿qué tatuajes se utilizan más comúnmente y cuál es su significado? 
 
Respuesta Yadira: Sí, sí, los tatuajes. Bueno refiriéndonos a las niñas, a ellas solo se les es 
permitido a partir de los 10 años en adelante. Y más que nada sus diseños varían de líneas 
paralelas a una x y hasta puntitos. Para las niñas uno de los tatuajes más importantes es el que 
representa la menstruación. Una vez La Niña haya tenido su primer periodo se le atribuye con este 
tatuaje. 
De ahí a los varones se les suele pintar con lanzas o como el cuerpo de una serpiente. Estos 
atribuyen a la cacería y El Segundo, a que han vencido a una boa en combate. 
 
Nicolás: y ¿en cuanto al chaman? ¿Ellos también se pintan muy frecuente? Y ¿sabes si hay algún 
valor espiritual? 
 
Yadira: Bueno pues, al chaman siempre de lo tiene entendido como el que da protección al 
pueblo, es el que está en contacto con el más allá y los dioses y por ello sus tatuajes son de igual 
importancia que el de los guerreros. Y si, efectivamente, el 
Chamán siempre está más marcado la cara con tatuajes que el aldeano común. En cuanto al 
significado espiritual. Si lo hay, pero es único de cada uno. Dependiendo de la situación y lo que 
haya sufrido la persona se le pinta la cara. 
 
Pregunta 11: ahora, quisiera preguntarte unas últimas cosas. En las leyendas de tu pueblo hacen 
alusión de un Bejuco gigante que une cielo y tierra. Me podrías explicar un poco más como 
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funciona y cuál es el propósito. 
 
Respuesta Yadira: Ah si el bejuco de Los cielos. Este es como un tallo o bejuco que tiene forma de 
escaleras subiendo desde la tierra hasta las nubes. Se lo podría decir que es una mata palo. Es 
más, hay una historia que es real de Mi Pueblo que me la contó mi abuelo. Y él dice que también 
lo vio. Pues, creo que en Guando en Perú hay un árbol gigante, pero es enorme que casi topa los 
cielos y de ahí creo que sacaron la idea del bejuco de los cielos. Pues es un árbol inmenso y súper 
viejo no recuerdo bien cuantos años tiene pero son más de 100 años. 
 
Nicolás: ¿un árbol gigante en Guando? Esa no me la sabía. 
 
Pregunta 12: bueno para finalizar, quisiera ver si me puedes describir un poco la apariencia de 
algunos de los dioses de tu tribu. Por ejemplo como era la imagen de Tsunki o de Nunkui? 
 
Respuesta Yadira: bueno en cuanto a esto, más tengo la versión de mis abuelos y tatarabuelos y de 
como ellos los vieron. Pues empezando por Nunkui, ella es la creadora de toda la tierra las plantas 
y los animales. Ella vive. Ahí la tierra en las cuevas de barro. Nunkui tenía la apariencia de una 
mujer hermosa y si cabello era bien largo. Se podría decir que ella podía cambiar de forma. 
En cuanto a Tsunki, ella vive en el reino de las aguas y a parte de ella sola, convive con otros 
semejantes a ella. Según me decían mis tatarabuelos, el pueblo de Tsunki eran personas acuáticas 
como sirenas. Y La misma Tsunki como una sirena también, pero algunos decían que tenía cuerpo 
de serpiente. Dentro del mundo subacuático conforme vas adentrándote deja de haber agua, y 
empieza a haber aire puro. Sus casas eran echas de full piedritas. 
 
Nicolás: Esa no me la sabía para nada. Ahora sí me has aclarado mucho más todas mis dudas. Creo 
que hemos usado bastante de tu tiempo. 
 
Yadira: jeje... no hay problema fue un gusto ayudarte. 
 
Nicolás: de igual forma Yadira, muchísimas gracias por tu tiempo y por haberme ayudado a 
entender un poco más sobre el mundo de tu tribu y su mitología. Gracias nuevamente. 
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Standard License
1. Terms and relationship
The terms set forth in this Music License apply to
the use of any service or product provided by
Epidemic Sound AB (Åsögatan 121, 116 24
Stockholm, Sweden). The Customer’s use of any
service or product provided by Epidemic Sound is
subject to the terms set forth in this Music License
and excludes any services provided to the Customer
by Epidemic Sound under a separate agreement.
The Customer and Epidemic Sound are hereinafter
referred to individually as a Party and jointly the
Parties.
2. Accepting the terms
In order to use any service provided by Epidemic
Sound, Customer must accept the terms stated
below.
3. License grant and restrictions
3.1 Subject to the terms and conditions of this
Agreement, Epidemic Sound hereby grants to the
Customer the right to access the music catalogue,
to make copies of the Music Pieces and
synchronize them in the Customer Production as
set out in and in accordance with the Music Cue
Sheet attached hereto as Appendix 1 (the "Music
Cue Sheet").
3.2 The Customer’s right to use and synchronize
of the Music Pieces as stated in Section 3.1
above, shall have the following restrictions.
(i) Use is NOT permitted in theme songs for
programs ("vignettes").
(ii) Use is NOT permitted in corporate sound logos
and/or channel identification material.
(iii) The Customer may NOT use the Music Pieces 
in advertisements/commercials to be 
broadcast/published within advertising space via
any media or platform.
(iv) The Customer may NOT use the Music Pieces
in feature films or in trailers promoting feature
films.
(v) The Customer may NOT distribute or sell the
Music Pieces separately or in whole as
stand-alone files.
(vi) This Music License only grants to the
Customer, the right to use the Music Pieces in the
Customer Production (hence one (1), single
production) stated in the Music Cue Sheet. Usage
of the Music Pieces in any other production shall
be subject to a separate music license issued by
Epidemic Sound.
3.3 Epidemic Sound grants to the Customer a
perpetual and world-wide right to broadcast and
exploit the Customer Production stated in the
Music Cue Sheet including the Music Pieces, on
all platforms and all media whether now known or
hereafter invented, provided that the Customer
Production is synchronized and completed in
accordance with the Music Cue Sheet.
3.4 The Customer is entitled to sub-license all
rights to broadcast and otherwise exploit the
completed Customer Production in accordance
with Section 3.3, for use by a third party.
3.5 The Customer shall be entitled to cut and edit
the Music Pieces as required by the Customer for
incorporation into the Customer Production.
3.6 All rights and licenses granted hereunder are 
non-exclusive, non-transferable and 
non-assignable and may not be sub-licensed 
other than as expressly permitted under this 
Agreement. For the avoidance of doubt, any 
assignment, transfer or secondary exploitation of 
the Customer Production containing Music Pieces 
made under this Agreement by the Customer is 
permitted. The Customer may only use the Music 
Pieces in accordance with the rights and licenses
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granted under this Agreement. Any other use than
the above constitutes copyright infringement.
4. Ownership and intellectual property rights
4.1 Epidemic Sound warrants that it holds all
rights, title and interest in and to the music
catalogue and is the sole right holder in respect of
the Music Pieces (including without limitation in
the copyright in the compositions, the sound
recordings and the performing rights in the Music
Pieces) and that the exercise by the Customer
(and its licensees and assigns) of the rights
granted hereunder shall not infringe the copyright
of any third party copyright holder.
4.2 The Customer hereby acknowledges that it
does not acquire any proprietary rights as a result
of this Agreement in relation to any Music Piece.
The Music Pieces are the sole property of
Epidemic Sound.
5. Epidemic Sound producers and third parties
5.1 Epidemic Sound is responsible for ensuring
that none of its composers, musicians or
producers are members of any collecting society.
5.2 Epidemic Sound reserves the right to receive
remuneration from third parties when the Music
Pieces are made available to the public through
any Customer Productions pursuant to
arrangements between Epidemic Sound and
those third parties. For the sake of clarity, the
Customer’s own licensees and assigns (i.e. of the
Customer Production) shall not have any liability
to pay further remuneration to Epidemic Sound.
 
6. License fee
In consideration for the rights granted hereunder the
Customer shall pay a one-off fee as set out in and in
accordance with the invoice submitted to the
Customer by Epidemic Sound.
7. Trademarks and credits
7.1 Neither Party is granted any right or interest in
or to the trademarks, brands or trade names of
the other Party. Neither Party may use the other
Party’s trademarks, brands or trade names
without the prior written consent of the other
Party.
7.2 The Customer shall ensure that Epidemic
Sound’s name is displayed and credited in
conjunction with the display of the Customer
Production containing the Music Pieces, when
possible. Credits substantially similar in form and
substance to the following are acceptable:
Production music courtesy of
www.epidemicsound.com
The above credit shall, where technically feasible,
be displayed as a hyperlink.
8. Liability
8.1 Unless expressly otherwise set forth in this
Agreement and subject to the liability limitations
set forth below, each of the Parties shall be liable
for any direct damages incurred by the
non-breaching Party as a result of the breaching
Party’s breach and/or failure to perform its
obligations under this Agreement.
8.2 Except as noted below, neither Party shall be
liable to the other for any special, indirect,
incidental, consequential or exemplary damage,
including, but not limited to, lost profits.
8.3 The above limitations of liability shall not apply
with respect to damage occasioned by fraud,
willful misconduct, or gross negligence of a Party.
8.4 In no case shall a Party, as a consequence of
this Section 8, be liable to the other Party for
damages that correspond to a higher value than
the economic value of this Agreement, i.e. the
license fee payable to Epidemic Sound in
accordance with Section 6 above.
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9. Assignment
Neither Party may wholly or partially assign or
pledge any of its rights and/or obligations under this
Agreement without the other Party’s prior written
consent save as set out at Paragraph 3.6 above.
10. Amendments
Any amendments to or modifications of this
Agreement shall be made in writing and shall be
signed by both Parties.
11. Dispute resolution
Any dispute, controversy or claim arising out of or
relating to this Agreement or the breach, termination
or invalidity thereof shall be finally settled by a public
court with the Stockholm District Court as the court
of first instance.
Epidemic Sound AB
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